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Disclaimer 

The  views  expressed  In  this  briefing 
are  those  of  the  speaker  and  do  not 
necessarily  represent  those  of  the 
Air  Force  Research  Laboratory  or 
the  United  States  Air  Force. 


If  you  are  professionally  interested  in 
Wargaming  you  probably  want  to  know 


Is  it  advantageous  to  wargame? 

If  advantageous,  what  factors  degrade  utility? 
What  can  be  done  to  increase  the  utility? 


How  Do  We  Answer  These 

Questions? 


Set  Up  Experiments? 


How  Do  We  Answer  These 

Questions? 


Set  Up  Experiments? 

Find  Natural  Experiments 


Strategy  Cycle 


Other  Reasons  to 

Learn  The  History  Of  Wargaming? 


Gives  credit  to  those  who  advanced  the  field 


It  provides  “the  rest  of  the  story” 


It’s  interesting 


In  the  Beginning 


Ijjall  started  with  language  -  andloys 
The  Royal  Toys 


In  the  Beginning 


On  The  Brink 
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Fredrick4  s  use  of  maps 

Clerk  models  naval 
combat 

|U)stracflgames  grow 
less  abstracjf 
^>■664  Koiligspiel 
^>1780  Kriegschach 
^>1797  New  Kriegspiel 

_ N 

Napoleon’s  Advantages 


Technology 

Genius 

Meritocracy 


Numbers 


Moltke’s  Process 


Offsite 

Brain  Storming 

Wargame 

Exercise 

Deliberate  Planning 


8pja|]|iatemrgmitft; 


Coming  to  America 


1883  -  Maj or  K vermore 


Coming  to  America 


A 


Coming  to  America 


^B883  -  Majff 

1886  -  US  Na^  Wi^ollil 
^  1 900  -  US  |Army  War  Cofege 


Innovation  &  Decline  in  Germany 


^>  Innovatloi! 


^>  Decline 


Birth  of  Modern  Civi|ian  Wargaming 
The  Reserve  Connection 


|873 1  Wilkinson  -  one  man’s  impact 


1890s  Delbriick  -  first  duty  of  the  new  rulers 


Birth  of  Modern  Civilian  Wargaming 

The  Popularizes 


Birth  of  Modern  Civilian  Wargaming 

The  Popularizes 


Strategy  Cycle 


Strategy  Cycle 


Plan 


Inter  War  Wargaming 


**>  GdifenyE  StratMno^feng“B1ood  &  Soir 

-  Opp  Innovation  >  Blitzkrieg 


i>  US 


T  Tavy  PiVIE: 

-  Teach  how  to  learn 

-  Aeeelerate  l 


Army:  j  a  si  in  Time 


Air  Corps:  A  false  dawn 


'T  UK  I  Negative  example 
'T  USSR  -  Victory  through  defeat 


World  War  II 


World  War  II 


A 


World  War  II 


World  War  II 


Japan 

Total  |j§ja£'  Research  Institute 
Both  attacks  on  Peariftarbor 


World  War  II 


World  War  II 


Japan 


The  Total  Wl®  Research  ilstitutlf 
Moth  attafks  offl  Pearl  Barbor 

Both  battles  of  Midway 
Why  did  Japan  keep  on  fighting 


World  War  II 


<*>  UK 

^>Both  extremes 


World  War  II 


World  War  II 


A 


The  war  with  Japan  had  been  [enacted]  in  the  game  room 
here  by  so  many  people  in  so  many  different  ways  that 
nothing  that  happened  during  the  war  was  a  surprise, 

-  absolutely  nothing  except  the  Kamikaze...  ”. 


Fleet  Admiral  Chester  Nimitz 


Eclipse 


Why  was  War  gaming  Reborn? 
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Wargaming  -  The  Vietnam  War 


North  Vietnam 

-  Soviet  method  of  wargaming 

-  Partial  explanation  of 
lack  of  radio  use, 
style  of 

fighting  ^  Wargame  predicted 

stalemate  p*  NOT 
continued  to  conflict  resolution 
Limited  in  theater  use 
Wargame  predicted  victory 


1970s  Education  and  Training 


^  us 


^Naval  I  Top  Gun,  to  CRP,  to  Global 
^Army  -  Tech  solution  to  a  people  problem? 
^Air  Force  I  Red  Flag! 


t .  it 

|980s  0-Plan  Development 


us 


^Naval  -  The  golden  age  of  Global 
^Army  -  From  III  Corps  to  NTC 
^>Air  Force  I  Air  Force  Wargaming  Center 
**>USMC  -  The  right  wargame  for  each  need 
Joint 

^CENTCOM  takes  the  lead 
^DARPA’s  modest  innovation 


War  gaming  -  The  Gulf  War 


A 


1990s  Jointness 


^  US: 


^Greater  Jointness 

^Service  Wargames  “talk”  to  each  other 
^ Fewer,  more  Joint  “engines”  JSIMS,  JWARS 

^“Expanded”  Use: 

^Congressional  Liaison 
^Procurement  Decisions 
^Tactics  Development 
^Force  Tradeoffs 

^Growing  use  of  virtual  wargaming 

^  International:  Study  US 


DoD  Wargaming  at  a  Crossroads 


More  money  going  to  wargaming 


Relatively 

less 

expensive 


No 

environ¬ 

mental 

impact 


Secure  Exploits 

from  more 

“overhead”  computing 
observation  power  for 

less  money 


Credibility 

with 

Congress 


DoD  Wargaming  at  a  Crossroads 


DOD  /  Commercial 
Wlr  Giries  1 950  9 1990 


The  Rise  of  Commercial  Wargaming 


A 


1  <*»  ptore  Citizens  Playing  Wargames 

-  1950s 

Thousands 

-  1960s 

Tens  of  Thousands 

-  1970s 

Hundreds  of  Thousands 

-  1980s 

Millions 

-  1990s 

V 

Tens  of  Millions 

\ 

Commercml/DOD  Integration 


A 


2000+ 


Old  bothersome  problems  become  major  needs 
t>  OEF  to  fast  to  wargame 
<*>  OIF 

VThis  is  not  the  enemy  we  wargamed 
against.”  Lt  Gen  Wallace,  V  Corps  CC 
^>How  do  you  wargame  Phase  IV? 


Has  The  Above  Helped  Answer  Our 

Questions? 


Is  it  advantageous  to  wargame? 

If  advantageous,  what  factors  degrade  utility? 
What  can  be  done  to  increase  the  utility? 


What  can  be  done  to  increase  the  utility? 


A 


To  Learn  More 


♦  History 

If  The  Art  of  Wargaming,  Peter  Perla,  1990 

-  http//www.airpower.maxwell.af.mil/airchronicles/cc/caffrey.html 

♦  News 

1 10  http:Kwww.msrr.dmso.mil/ 

Kp  http:yfafinsrr.afams.af.mil/ 

http://www-leav.army.mil/nsc/warsim/index.ltm 


To  Learn  More 


i>  Go  flo:  WWWJaU.MIL 


^  Pull  Down:  Aerospace  Power 
Chronicles 


^  Go  lo  Fall  00  Issue 


Questions? 

Comments? 

Discussion? 


